X Arak 


Make an attack with a melee weapon, ranged weapon, 
improvised weapon or no weapon. Some features allow for 
multiple attacks in one action 


A Cast A SPELL 


Cast a spell that has a casting time of one (or more) 
action(s). If another spell has been cast as a bonus action, 
only cantrips can be cast. 


Z Dash 


Double your speed for this turn. This is applied after 
modifiers. 


@ Disencace 


Your movement will not provoke opportunity attacks for the 
rest of your turn 


F Donce 


Any attacker you can see has disadvantage on attack rolls, and 
you have advantage on Dexterity saving throws. Dodge cannot 
be used when incapacitated or if speed is reduced to 0. 


e Help 


Give another creature advantage on their next ability check 
when within 5 feet of that creature, or give a friendly creature 
advantage on their first attack roll against a target when 
within 5 feet of their target. 


& Hine 


Make a Dexterity (Stealth) check to try to hide. Unseen 
attackers gain advantage on attack rolls. Attacking a creature 
gives away your location unless the targeted creature is 
distracted. 


BX Reay 


Use a reaction to take an action before your turn. Decide on 
what circumstance will trigger your reaction and choose the 
action you will take in response to the trigger. You can only 
take one reaction per round. Readied spells must have a 
casting time of one action. Readying a spell requires 
concentration. 


Q, SEARCH 


Try to find something by making either a Perception (Wisdom) 
or Intelligence (Investigation) check 


@ USE AN oBJECT 


When an object requires your action for its use or want to 
interact with more than one object during your turn, you take 
the ”use an object” action. 


“@- IMPROVISE AN ACTION 


When you describe an action not detailed elsewhere in 

the rules, the DM tells you whether that action is possible 
and what kind of roll you need to make, if any, to determine 
success or failure. 


